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　The purpose of this study is to clarify that effective elements of the strategy in game-based materials “Math-speed” is 
related to properties of number. Previous research has revealed that the numerical way of thinking was represented as 
a way to win Math-speed. Therefore, this study analyzed the way to win Math-speed and tried to show that it is related 
to the mathematical thinking. As a result, it is clear that effective elements of the strategy in “Math-speed” is related 
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